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Abstract  
Mobile game with smartphones is to collect explosive popularity, relatively inaccessible PC MMORPG began to provide 
the linked application(linked app) services. Owing to the portability and real-time characteristics of the mobile platform, 
the roles of game client program and game user’s online community have transferred to a mobile linked app. PC 
MMORPG provides not only games but also information and communities with linked applications. A stimulus, as an 
important interactive element, to encourage users is required in order to use the linked applications continuously. So it is 
an objective of this study to define standards for PC MMORPG linked app classification based thereon. 
In the case of this study, it was intended to provide formal applications provided by the game development company. 
Therefore, in this study, eight were selected with the linked apps of five online games that the developer does not overlap 
among the top 15 in the case of domestic online games MMORPG genre ranking. With the classification of interactions, 
eight of MMORPG linked applications as the study cases are checked to the two-stage low-level whether or not to have 
motivation elements for the three interaction types, story, gamers and activity. 
After the typology on the basis of the interaction that occurs in the PC MMORPG linked application, analyze the 
interaction trends. As the results to this, the interaction types of linked app are same with those of the real in-game 
situations and the interaction object is different according to the motivation elements per each types. 
Additionally, this study has a significance in terms of two propositions. One is discussion about that PC MMORPG gamers 
experience various interactions through linked application and they keep using them and the other one is that the 
appearance of similar interactions when the design of linked application is in accordance with that of games makes user 
engage in the game and linked app easier. 
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1 Introduction 
With the advent of the Internet, the Web 2.0 era, social 
networks make an environment to communicate anytime and 
anywhere on the basis of the spread of digital devices such as 
smart phones and tablet PC. Development of the information 
communication technologies have led to changes in the game 
industry, as well. Mobile game with smartphones is to collect 
explosive popularity1, relatively less accessible PC MMORPG 
began to provide the linked application(linked app) services. 
Owing to the portability and real-time characteristics of the 
mobile platform, the roles of game client program and game 
user’s online community have transferred to a mobile linked 
app. 
 
In the case of online game official Web site, user had to get a 
one-way communication, today’s MMORPG linked app can 
make user communicate interactively in real-time with the 
contents of the platform, like a messenger service. It seems to 
be an expanded or new role in the community that had served 
as the existing online game web sites. PC MMORPG provides 
                                                   
1 The game category, accounting for 15.8% of the entire 
application (Wiseapp. 2016-07-25 ~ 07-31) [1] 
not only games but also information and communities with 
linked applications. A stimulus as an important interactive 
element, to encourage users is required in order to use the 
linked applications continuously. So it is an objective of this 
study to define standards for PC MMORPG linked app 
classification based thereon. 
 
In this context, this thesis attempts to study the interaction 
trends based on motivations from MMORPG linked app. In 
this study, it suggests redefinition of user’s role as an active 
participant not a passive audience and typology of user’s 
communication or interaction cases related linked app. As the 
research objects, we discussed eight linked apps linked with 
five online games, out of the top fifteen cases in the ranking of 
the domestic online MMORPGs, and this thesis categorizes 
the cases with standards from literature researches in order to 
classify the interactivity. Unlikely many previous studies 
about the online game interactions focused on in-game system, 
this thesis focuses on the interaction characteristics of external 
applications based on in-game system, especially on that of 
PC MMORPG.  
 
  
2 Proliferation of MMORPG linked apps 
and interactions elements of linked apps 
 
2-1 Proliferation of MMORPG linked apps 
PC MMORPG is one of the game genres which a number of 
players can enjoy at the same time in the same online space. 
"The wind of the country" of Nexon and "Lineage" of NCsoft 
are typical examples of domestic MMORPG games. However, 
it is not easy to cause the user to access games because of the 
core game characteristics2 of PC MMORPG. MOBA, FPS 
games, such as “League of Legends” of Riot Games or 
“Overwatch” of Blizzard entertainment, which result in a 
relatively high-speed victory or defeat, received some major 
hits recently, so the popularity of PC MMORPG is on the 
decline. Also, while mobile game market is rapidly growing, 
the position of the PC game is further reduced. Mobile game is 
to create a new flow by utilizing its advantage that it is 
possible for anyone to enjoy and learn easily. This merit made 
people who had suspended playing games for a while start 
playing the game again. Namely, the game user base has 
expanded with mobility and accessibility of mobile games. 
 
In addition to the trend, a mobile MMORPG provides the 
integrated functions of mobile applications, the relative status 
of the PC MMORPG was further reduced. PC MMORPG 
development company as a solution to improve this situation, 
announced the ‘linked app’ which supports their PC games. 
 
2-2 Interactions in MMORPG linked apps 
In this section, based on the literature research for the study of 
PC MMORPG linked application, it tries to redefine the 
classification criteria of the interaction. When user interacts 
with the components of games at the time of game play, user 
meets with a variety of experiences such as emotional empathy, 
competition and the formation of bonds, etc. Result of 
examining previous studies related to components of 
motivation is as follows. First of all, Richard Bartle explained 
the motivation of game player in connection with attributes of 
player types, Achievers, Explorers, Socializers and Killers.[2] 
Nick Yee classified play motivations into three categories, 
Achievement, Social and Immersion, with factor analysis 
method.[3] As a result, Jon Radoff made the ‘Motive graph’ of 
the four game play. The number and qualitative/quantitative 
evaluation of players, put in two axes and a variety of motives 
are captured scattered around four quadrants which means the 
play attributes.[4] In addition, Hyung-Taek Kim divided the 
interaction of games into three categories, the story interaction, 
gamer interaction and activity interaction.[5] Linked app users 
can freely access the app for its mobility and real-time, so it is 
possible to select and accept actively the contents for user’s 
                                                   
2 Raise the degree of difficulty and the quality of graphics in 
comparison with the casual game, the game system is, in a 
more complex game, a lot of time is required to improve 
wearing how to use. Role-playing, real-time strategy, genres 
such as first-person shooter, which is a representative. 
own needs. According to the standards noted above, in this 
study, set with reference to the discussion of Jon Radoff and 
Hyung-Taek Kim defined major categories to enable the 
interaction of PC MMORPG linked app, ‘Story’, ‘Gamer’, 
‘Activity Interaction’ and reconstituted the motivation 
elements associated with them. 
 
Table 1: Interaction Classification of Game and  
Motivation Elements 
Classification 
Interaction 
Elements 
Motivation Elements 
Story 
Interaction 
Character, 
Space, 
Structures, 
Monster, etc. 
Fun, Experience, 
Adventure, 
Engagement, 
Exploring, Collecting, 
etc. 
Gamer 
Interaction 
Game Users 
Competition, 
Networking, 
Influence, Power, 
Dominating others, 
Collaboration, 
Prestige, Joining a 
group, Leadership, 
Group Problem 
solving, etc. 
Activity 
Interaction 
Game Activities 
Phases 
Status, Feedback, 
Rewards, 
Achievement, 
Leaderboards, 
Progress, Progress 
bars and badges, 
Individualization, etc. 
 
First of all, story interaction has strong internal interactions 
during user playing games. It refers to an interaction with 
characters or structures in games in order to experience sort of 
fun, game experiences, engagement and so on. Secondly, user 
interaction makes sustainability to game plays via user battles 
and communications. The interactions among users allow 
users to get motivation to keep playing games. Lastly, activity 
interaction encourages user’s motive to provide feedbacks of 
user’s game playing and rewards for user’s achievements. 
 
 
 
3 Analysis of MMORPG linked app 
Interaction Types and Trends 
 
3-1 Analysis of PC MMORPG linked app Interaction 
Types 
According to literature researches so far, this chapter suggests 
the linked app categories divided by the interactions in games.  
 A. Story-centric type 
Story-centric type is focusing on the transmission of 
information about games. This type interacting with a motive, 
such as experiences, adventures and engagements. This type 
interacting with a motive can access the information related 
with the internal game data through the application anytime 
user wants. 
 
 
Figure 1: Story-centric type 
 
Story-centric type has a higher proportion of information data 
such as announcements and updates delivered unilaterally, 
which is similar to functionality of existing online games 
website. In addition, through a search function of story-centric 
type linked app, it is easy to obtain information about the 
objects or quests in the games. Therefore, it can be said that 
the core of the game is the data of a game world-view. Users 
get the data and information through search functions or the 
contents of billboards and present comments partially on the 
app. However, the user-to-user communication is limited to 
display. 
 
B. Gamer-centric type 
One of the important elements of the MMORPG is a 
competition and exchange between users. In-game community 
which is continued even after the game connection ended is 
the Gamer-centric type. Messages and e-mails that has been 
exchanged in the game is served via an external mobile linked 
app, breaking out in-game systems. So, the main motivation 
elements of gamer-centric type, competition, exchange and 
cooperation, will be done smoothly than other types. 
 
 
Figure 2: Gamer-centric type 
 
Users can see the online connection status of friends through 
user-centric applications. And even if they are not connected 
to the game, it is possible to chat with friends and guild 
members. The difference from the existing messenger 
applications, is that the game account of the character is used 
for a representative profile. As a result, it has become easier to 
interact each other without using another messenger 
application. Also, messenger functions of this type’s linked 
app encourage the market community for item trading to 
became active and support group chat feature which is useful 
to share each other’s information and make groups for the 
game to progress the storytelling in games. 
 
C. Activity-centric type 
Activity-centric type appears similar to the interactions that 
occur in a PC MMORPG. This type, since the directly linked 
and the world of the game is performed on the application, is 
characterized in that it is possible to control the actual game. 
Due to the same game format and graphics, users have the 
impression that is enjoying the same game even through other 
platforms. In particular, this type is the type of interaction 
which directly introduced significant motivating factors, 
feedbacks and rewards.  
 
 
Figure 3: Activity-centric type 
 
To increase the use of activity-centric applications, in-game 
battle to combat which is the most important element, using 
automatic features that can be easily viewed on mobile 
MMORPG RPG, is embodied in automated manner. Like this, 
activity-centric applications have similar but differentiated 
elements of fun through intuitive interfaces, easy operating 
instructions, game systems combined with social networks and 
so on.  
 
In addition, this type is, in terms of winning and experience 
values and additional fees that can be utilized in the actual 
game, a similar interaction with the actual game of the 
mechanism and the joy of growth is provided by integrating 
the server of mobile MMORPG with that of PC MMORPG. As 
a method for the continued commitment of the PC game, 
activity-centric type leads many active feedbacks in that 
various goods from linked app can be stored in the character 
of the game to play on PC. However, this type is hardly found 
due to the hardware limitations of the mobile platforms, 
low-performance of CPU and the small screens. 
 
3-2 Trend analysis of PC MMORPG Interaction Types 
In the case of this study, it was intended to provide formal 
applications provided by the game development company. 
Therefore, in this study, eight were selected with the linked 
apps of five online games that the developer does not overlap 
among the top 15 in the case of domestic online games 
MMORPG genre ranking.3 
 
The reason for case selection that was the ranking of the game 
to the base, is because it is determined on some multi-user 
characteristics of the MMORPG that there is no shortage to 
bring out the result above. The reason why the case selection 
excepted for the secure application4 is determined that the 
                                                   
3 Inven. 2016-07, 4th week. Online Game Ranking [6] 
4 NCOTP, U-OTP+, Battle.net Mobile Authenticator 
security application is meaningless in terms of interaction does 
not perform an action in the application during execution. 
 
Table 2: Case Studies (*except for security app) 
Developer Game Applications 
NCsoft Lineage 
Lineage 
Lineage Mobile – 
Haste 
CAT Messenger 
Nexon Maple Story 
Maple Hands+ 
Monster Life 
Blizzard 
Entertainment 
World of 
Warcraft 
World of Warcraft 
Armory 
Neowiz Bless Bless App 
Webzen Mu Online Mu Manager 
 
In this section, using the kind of interaction that was presented 
in the previous section, eight of MMORPG linked applications 
as the study cases are checked to the two-stage low-level 
whether or not to have motivation elements for the three 
interaction types, story, gamers and activity.  
 
Based on the results of the counting, to figure out the trend of 
the interaction of the PC MMORPG linked application. Also 
in order to focus on understanding the interaction with the 
game itself, menu components such as Home, Setting, Log out, 
and Help were excluded it is determined that not suitable. 
There are many cases partly mixed types. But case 
classification according to criteria follows.  
 
A. Story-centric cases 
Story-centric cases are Lineage, Maple Hands+, World of 
Warcraft Armory, Bless App, and Mu Manager. These cases 
have information related to game items, monsters and the 
quests for the vast majority. Menu list provided in this type of 
linked applications, has some features that existing online 
website overlap, so that interactions of this type’s linked app 
was found similar things with those of online websites. 
Particularly in the case of Maple Hands+, despite the service 
in mobile applications, most of the page is directly connected 
to the online website links, so its features appear better. 
 
In the center type of story, and obtain the necessary 
information on the progress of the main story accounts for 
most of the story interaction, such as the purchase of the item, 
but market, rankings, guild, siege, such as server statistics, and 
the exchanges between users less interaction of activities to 
provide the interaction elements and 
feedback and compensation of gamers on competition, but can 
be found. 
 
In story-centric types, almost part of them is the story 
interaction like obtaining information for progress of game 
story or purchasing items, but the gamer interaction elements 
related to the exchanges and competition such as markets, 
rankings, guilds and server statistics between users, and the 
activity interaction elements providing the feedback and 
compensation of gamers also can be found thinly. 
 
B. Gamer-centric cases 
This type corresponds to the ‘CAT Messenger’ of NC Soft. 
‘CAT Messenger’ has four broad categories such as message 
feeds, conversation, friends, and looking for a friend and 10 
subcategories. The application was to reproduce the mailbox, 
dialogue occurs function Gamer interaction with the game 
messenger application designed to maximize Gamer 
Interaction with the application.  
 
Gamer-centric apps are used when users do not play PC 
MMORPG, rather than being utilized at the same time. 
Gamer-centric apps are utilized for various purposes like 
discussion about when to gather the guild members for playing 
game stages, conversation about item trades, and so on. User 
needs to create an integrated account, Sandbox, prior to use 
CAT Messenger. It can make user send and receive messages 
with the same account. The reason that CAT Messenger is the 
only case appropriate for the gamer-centric case, even though 
MMORPG gamers interact with each other a lot, was that the 
interactions of gamers are possible restrictively via a billboard 
as the visitor’s book in the story-centric cases and there are 
many existing messenger services to replace the linked apps.  
 
C. Activity-centric cases 
There are two cases for activity-centric apps, ‘Lineage Mobile 
– Haste’ and ‘Monster Life’. This case serves the linked apps 
in the form of a game. But activity-centric cases share the 
same graphic sources as the real game and minimize the 
functional implementation due to the hardware constraints. 
‘Lineage Mobile – Haste’ is a first-person RPG and ‘Monster 
Life’ is a simulation game mode. So ‘Lineage Mobile – Haste’ 
shares the same graphic sources with the game but has 
differences between the way it has been progressing of PC and 
that of mobile. In the case of the ‘Monster Life’, because the 
game updated with the same patch version is provided in a 
multi-platform, user interactions between the players are 
actively carried out. It provides optimal solution for the 
unpleasant game play in a mobile environment where 
mobility and ease via automatic combat and an 
automatic harvesting system which should be 
fundamentally considered. [7] Items acquired through 
the battle of the linked applications can be utilized for 
the game character’s experience points or assets in 
games, so that the compensation through user’s 
achievements are enhanced. In addition, the daily quest 
or access rewards type of application, because it is not
Table 3: Analysis of Linked App Interaction Types 
 
required in conjunction with the PC game, has a 
distinctive point that a few users enjoy this service only 
with the mobile app.  
 
Therefore, discovered that it is possible to confirm that 
the tendency of the interaction for each PC MMORPG 
linked applications displayed differently, all interactions 
of eight applications occur compositively through the 
above analysis did. 
 
 
 
4 Results 
With the development of information and 
communication technology and the popularization of 
mobile platform, the game industry also has made 
steady progress. So, the existing PC MMORPG started 
to service the mobile applications in order to get over its 
relative weakness. Accordingly, users are able to 
interact more variously than before and they can use 
both the PC and mobile platforms freely due to the 
voluntary participation by the users. 
 
This study, after the typology on the basis of the 
interaction that occurs in the PC MMORPG linked 
application, analyze the interaction trends. As the results  
 
to this, the interaction types of linked app are same with 
those of the real in-game situations and the interaction 
object is different according to the motivation elements 
per each types. 
 
Additionally, this study has a significance in terms of 
two propositions. One is discussion about that PC 
MMORPG gamers experience various interactions 
through linked application and they keep using them 
and the other one is that the appearance of similar 
interactions when the design of linked application is in 
accordance with that of games makes user engage in the 
game and linked app easier. 
 
However, this paper, the study of the interaction of the 
PC MMORPG linked application, due to being 
developed on the basis of the literature research, has a 
limit that did not reach the practical user testing, so that 
plans to promote the subsequent studies about them. 
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